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edutainment market is poised for

substantial growth, surging from $5.42

billion in 2022 to $6.22 billion in 2023, showcasing a noteworthy Compound Annual Growth Rate
(CAGR) of 14.7%. This upward trajectory is anticipated to persist, propelling the market size to
$11.12 billion in 2027, driven by a sustained CAGR of 15.6%.

Driving Force: Increased Adoption of Edutainment
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learners. Before the onset of COVID-19, museums globally invested $2 billion annually in
education-based activities, providing over 18 million hours of targeted education. The increasing
global adoption of edutainment is anticipated to be a pivotal driver for the market's expansion.

Explore the Global Edutainment Market with a Detailed Sample Report:
https://www.thebusinessresearchcompany.com/sample.aspx?id=6252&type=smp

Key Players Shaping the Landscape:

Major players influencing the edutainment market include Pororo Parks, Kidzania, Plabo,
Legoland Discovery Center, Kidz Holding S.A.L, CurioCity, Kindercity, Mattel Play! Town, Totter's
Otterville, Little Explorers, Grey Sim, KneoMedia, Meraas, and ConveGenius.


http://www.einpresswire.com
https://www.thebusinessresearchcompany.com/report/edutainment-global-market-report
https://www.thebusinessresearchcompany.com/report/edutainment-global-market-report
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Emerging Technology: Virtual Reality (VR) in Edutainment

Virtual Reality (VR) emerges as a transformative technology in the edutainment domain, offering
students immersive and memorable experiences within a 360-degree digital learning
environment. VR, facilitated through head-mounted displays, creates computer-generated 3D
settings that respond to user actions. Notably, the introduction of a 3D virtual simulation tool for
radiography students by Virtual Medical Coaching Ltd. in March 2021 exemplifies the potential of
VR in education. This technology guides students through learning anatomy, radiographic
positioning, and pathology, proving to be a valuable pedagogical tool in radiography education.

Regional Dynamics: North America Leading, Asia-Pacific Surging

In 2022, North America emerged as the leader in the edutainment market, with Asia-Pacific
projected to be the fastest-growing region in the forecast period. The comprehensive market
analysis spans regions such as Asia-Pacific, Western Europe, Eastern Europe, North America,
South America, the Middle East, and Africa.

Market Segmentation:

The global edutainment market is segmented -

1) By Product Type: Interactive, Non interactive, Hybrid, Explorative

2) By Facility Size: 5,001 to 10,000 sq. ft., 10,001 to 20,000 sq. ft., 20,001 to 40,000 sq. ft., > 40,000
sqg. ft.

3) By End User: Children, Teenagers, Young Adult, Adult

Access the Complete Report for In-Depth Analysis:
https://www.thebusinessresearchcompany.com/report/edutainment-global-market-report

Edutainment Global Market Report 2023 from TBRC covers the following information:

*Market size date for the forecast period: Historical and Future

*Market analysis by region: Asia-Pacific, China, Western Europe, Eastern Europe, North America,
USA, South America, Middle East and Africa.

*Market analysis by countries: Australia, Brazil, China, France, Germany, India, Indonesia, Japan,
Russia, South Korea, UK, USA.

Trends, opportunities, strategies and so much more.

The Edutainment Global Market Report 2023 by The Business Research Company is the most
comprehensive report that provides insights on edutainment market size, edutainment market
drivers and trends, edutainment market major players, competitors' revenues, market
positioning, and edutainment market growth across geographies. The edutainment market
report helps you gain in-depth insights on opportunities and strategies. Companies can leverage
the data in the report and tap into segments with the highest growth potential.
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About The Business Research Company

The Business Research Company has published over 3000+ detailed industry reports, spanning
over 6500+ market segments and 60 geographies. The reports draw on 1,500,000 datasets,
extensive secondary research, and exclusive insights from interviews with industry leaders.

Global Market Model - Market Intelligence Database

The Global Market Model, The Business Research Company’s flagship product, is a market
intelligence platform covering various macroeconomic indicators and metrics across 60
geographies and 27 industries. The Global Market Model covers multi-layered datasets that help
its users assess supply-demand gaps.
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try to be careful about weeding out false and misleading content. As a user, if you see something
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